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Hi there. I have a little story to tell you. 

A young boy growing up in the Boston area in the late 191 0's had bea)me such 
a huge fan of the Red Sox that he was regarded by his friends and family as the 
team's greatest fan. He was so dedicated to his team that when the great Babe 
Ruth went off to the New York Yankees In 1 920 the boy "disowned" the Babe. His 
autographed balls, a tiny wooden statue, a can of soda pop with the Bambino's 
picture. ... all thrown in the trash. The youngster would even jeer loudly at the 
home games against the Yankees whenever the "Sultan of Swat" stepped up to 
the plate or was out in the field. Of course, this went largely unnoticed by Ruth, 
although on a few occasions he could be seen tuming to find the face behind the 
taunts. Whether or not he ever saw the boy will never be known for sure. 

In 1927, during a vacation with his family to 'The Big Apple" (believe It or not. 
New York was a vacation spot tjack then), this young man had the opportunity to 
see a Red Sox game at Yankee Stadium. The boy did his usual taunts, but he 
was largely drowned out by the Yankee crowd. After the game, as the boy and 
his family walked out from the stadium to the parking lot behind the main gate, 
who burst from the back door in his civilian attire, colliding with the boy as the 
door swung open? None other than the great one. Babe Ruth. The boy was 
shocked, he had never seen the Babe THIS dose up. He didn't even look like the 
same person. He was bigger, stronger, and. . . friendlier than anyone could imag- 
ine. "Sony, son. . . hey, didja enjoy the game?" the Bate asked him. And all this 
young man could manage in his awed state was a t)rief mumble, then "Y-y- 
yessir. . . you were great, Bat>e sir". Ruth pulled a ball from his suit pocket, and 
signed it, then handed rt to the boy. 'That's what I was hoping you'd say!" he 
chuckled, mbbed the young man's shoulder, then strode off into an impossibly 
brilliant sunset. The ball read: To my greatest fan, from Babe Rutti. And in an in- 
stant, this youngster was transfomied from the Babe's worst enemy to his most 
endearing fan. 

That young t)oy was my great grandfather. 

Now replace The Bat)e with Tod Frye, and replace grampy John with me, and 
we could see this whole thing happen all over again. I can only hope Mr. Frye 
hasn't read my reviews of his Atari 2600 version of Pac-Man, or I'll never get an 
autograph. 

Enjoy the show! 
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Pitfall Harry Family Surviving 
Memories 1899 

Among the dignitaries that were 
NOT be present at this year's 
convention are the surviving fam- 
ily of the Pitfall Many clan. Appar- 
ently another expedition is 
underway. 
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they shoot horses, 
cJon't they? 

HeBo! I'm Robert, & ( live in Augusta, ME. I got 
my 1st (long, brown with gold trims) Intellivision 
for my 18thbkthday, which w^ in 1982 (17 years 
ago): I r^nember that the Las Vegas Poker & 
Blaclqack cart was included with the set, & then I 
got Horse Racing (which is S-T-l-L-L my all-time 
fevorite)-l give it a big at)solute 10!!!! That sports 
cart was the one that I played a whde lot!!!! I've 
yet to see a rec»nt/current PC game of that gaire 
that functions eoctty like this common-yet-very- 
rare INTV gem of a game cartridge. Your review 
was the very 1st time that I ever heard-or even 
read-atx}Lrt \^rtua Gallop 1 & 2, the games you 
said were strong on the armchair jockey depart- 
ment, but weak on the betting department. On 
what system(s) those games were originaHy made 
for? Does anyone know If any emulators are/will 
be available for those \Aitua Gallop games?! Are 
they Hte the Super Pro Horse Racing game 
cartridge that INTV CORP, INC. had plan to re- 
lease?! (Hopeftjily, we'll see THAT unreleased sim 
available in volume 2 of Intellivision Uves.) Are 
you a horse racing fan like I am?! Thank You! 

Robert Lloyd 

Augusta, ME 

Robert. I take it that you noticed my mention of 
the Vidua Galk)p series right inside my review of 
the Intellivision Horse Racing game in a past 
issue of DP c^ on the website. Welt, my fine t)ri- 
dled friend, I'm proud to say that I AM a fan of 
horse racing, but nowhere near as much as I 
used to be. 

For a good span of time (between my senior 
year in high sctxx)! and my sophom<ye year in 
college), I spent many Saturday nights ai the 
Meadowlands Race Track, betting on the ponies. 
The "botters" (jockeys on a tiny chariot behind 
the h<yse) were my favorites, it always seemed 
like you ftad a faeffer chance playing the odds - 
less freaky stuff happening than in the "pacer" 



rBces (jockeys on the horse's back). I'd meet 
with s(xne friends after work and we'd try to get 
to the back in time for the first daily doubie. The 
biggest win I ever had was wtwn we made it with 
about two minutes left to post so I practically 
random-picked ttie first horse in the daily dout^e 
and ended up winning on a huge longshot 

Unfortunately, I lost touch wiUi a lot of the gang 
I used to hang out with tjack then, and I've yet to 
find someone fond enough of the sport to be 
willing to sacrifice a night for the thrill of it. And I 
don't consider ttie "posh" cation of ordering din- 
ner in a restaurant overkx^ing the track and 
t}etting through a machine an option at all. In fact, 
that's just plain brxing if you ask me. I mean. . . 
where are the characters giving you tips out by 
the gate? Who's going to run up and down the 
restaurant "folktwing" their horse as it goes into 
the final stretch? And what are (hose stea/ts 
REALLY made out of anyway? 

I'll be t)ack there soon, though. Just writing 
about it makes me want to snatch up a program 
and study it while driving 80 miles an hour down 
Route 3. 

Oops, you had a guestion in ttiere, didn't you? 
The Virtua Galk^ series was made for the Play- 
station but only as an import. I hear the second 
game may finally make it here to the states! 

my experience with nolan 

TTie year is 1997, and I'm unemptoyed (a com- 
mon occurrence for me these days). A friend of 
mine (hey Bry) calls me up and teHs me that 
there's an opening for a job at the compaiy he 
wori(s for (PlayNet Technologies), so I go to 
check it out (who wouldn't go to check it out Nolan 
Bushnell works there!). I end up getting a job 
there and for the first few weeks, I don't g^ to see 
"the man" at ^, but I see his office and right away, 
I could tell it's he. Of course, it wouldn't take too 
much brainpower, because it's tt>e only office with 
a standup arcade Pong unit in it. Granted, it didn't 
work, but from what I learned later on, that didn't 
surprise me. 

So, I finally get to meet the man a few weeks 
into the job. He's waging down the hall taBdng to 
the president (grnnr if there are any professional 
hitmai reading this, I have a job for you ;) and I'm 
waking the opposite way. I say "hr, he says "hf, 
and that w^ it. And I was awe-struck! That was 
Ndan Bushnefl! Right next to me! He said hi to 
me! That is when I decided to never wash my 
mouth or ears again! i really coutin't believe it. I 
dwi't know what I expected, but I suppose i 
would have been "Oh, another one of those" type 
of attitude or something. You knew, like when you 
see a celebrity and say hi and they turn away and 
concentrate on anything but that annoying pwson 
who's bothering them (not that I know from experi- 
ence or anything :). 

Anyhow, or>e day, my fiiend End I were taking a 
break playing Miner 2049er on the Atari 800 and 
Nolan walks by and stops to watch. He starts 
telling us at)out all these stories about how the 
second cart port came to be and some of the 
mistakes they made when they were making the 
800. 1 r^ly couldn't believe it. He was there in my 



cubicle talking to us fike we were old friends! It 
was so incredibly cool! My friend tells me that he 
does this sort of thing all the time and I'm even 
more impressed. 

It comes time for the company picnic and I find 
out it's at "the man's" house, so of course, I go. 
We drive up to his place in Woodside (its no 
kxiger his place, so don't get exerted) and at first I 
don't see anything. After about 5 minutes of walk- 
ing, we finally get to the pool on the outskirts of his 
house, fi"om which, you can barely just see the 
house. New, the pool isn't your ordinary average 
pool, mind you. Ifs got a 25-30 foot water slide, a 
very nice diving board and tt)e area surrounding it 
is just beautiful with a place to serve food and 
drinks and a place for the "pool boy" to keep his 
stuff. So, we ptey and swim and play some more 
and have fijn and after, my fi"iend says, "Nolan 
said I couW pick up some stuff, so let's go to his 
place". Another 1 minutes of walking, all the time, 
this house (although I don't know if I'd call it a 
house, more like the Winchester Mystery House) 
looming in the distance. We finally m^e it to the 
house and go inside and find Nolan and his family 
through the maze of networks he calls home. 

He's in the kitchen and we have a short conver- 
satkwi with him and he tells us that the stuff he's 
got for my fiiend is up in the game room. I'm 
drooling at this point, t know his game room is 
going to be cool new just finding it is the trick. So, 
we go up 3 or 4 flights of stairs and finally end up 
in the clouds in his game room. And. I'm not dis- 
appointed! He's got about 20 classic arcade ma- 
chines in ttie room, a huge pool table and lets of 
Pintjall machines and other ftjn stuff. So, of 
cojrse, teing the ganers we are, we have to play 
games! Most of the games didn't work, unfortu- 
nately, but we did get to play 4 player Dominoes (I 
thkik thcA was the title) where you had to place 
your dominoes in a rcw without touching your own 
rows and knocking over your dominoes. Basically, 
ifs the arcade wrsion of ttie Tron light cycles 
game without fancy graphics. Anyhcw, it was fun 
and I doubt I'll ever see the games that he had in 
that room again! 

Well, my friend picked up his games and we 
headed dcwn the stairs again and said our good- 
bye's to Nolan and his family and left. On the way 
out, just for good measure we peeked into his 
garage arxi I got to see a non-wortting arcade 
vereion of Touch Me, the later to be made hand- 
held game! 

Well, a few weeks later, we all got fired from Play- 
Net and that was the last I ever saw of him. I was 
really bummed, because I kept forgetting to get 
him to sign my copy of Secret Quest. Maybe 
someday, who knows. 

Clint Dyer 

San Mateo, CA 

Someday, Clint. But not at this year's ClassK 
Gaming Expol We'll have to get along without 
him this year, but I'm sure his peers will be more 
than willing to share a few more tales of BushrwII 
at the event 
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Wekoine to the Classic Gaming Expo '991 



Allow me to introduce myself as this issue of Digital Press will be 
seen by a numba" of non-subscribers. My name is Sean Kelly. I 
write this "ROMPage" column each issue and basically my job is to 
bUdh and moan about things. Things that are right, things that are 
wrong and things that just piss me off in general. I also happen to be 
one of the organizers of Classic Gaming 
Expo which, incidentally, is NOT one of those 
things that piss me off. 

We try to have a theme for each issue of 
Digital Press and this issue's them is the ce- 
lebriti^ that are in attendace here at the show. As a general njle, 
my column need not adhere to the theme but this issue it will as I'd 
like to talk a bit about what makes a celebrity. 

My handy-dandy desktop dictionary defines the word celebrity as a 
"famous or highly publicized individual" and in reading that defini- 
tion, I'm sitting here trying to figure out just who here at the show 
would qualify as a (^lebrity? I mean I would be witling to bet that 
almost none of the people reading this would have the slightest idea 
who Bob Polaro is but he'd gain instant "celebrity status" if his name 
was mentioned in conjunction with his smash Atari 2600 title De- 
fender. On tfie other hand, the vast majority of everyone reading this 
would know exactly who David Crane or Garry Kitchen was. 

Atari never wanted celebrities working for them because celebrities 
could command more cash. While cash was most certainly a part of 
what programmers were looking for, I doni believe it's all they 
wanted from Atari. Imagine, if you will, Al Padno starring in his next 
movie with a paper bag over his head throughout the entire film and 
his name not listed anywhere in the aedits. He'd still get his stan- 
dard ten million bucks for starring in the movie, but nobody would 
know it was him. In a sense, Atari was making it's programmers do 
just that. The game they wrote might sell a million copies and every- 
one between eight and thirty years old would know the game's main 
charactCT on sight, but none of th»n would have the slightest klea 
who wrote the game. 

This was one of the deciding factors in forming Aclivision. On 
every game, the programmer's name, and in most cases even thar 
picture, is displayed prominently several places on the packaging 
and within the game itself. Their names were even mentioned in TV 
cx)mmercials for thar games. TTiis wasnl done because the person 
that wrote the game wanted to double their salary the next time 
around, they just wanted everyone to know who spent several 
months creating the game they're playing. That's not such an unrea- 
sonable expectaction if you ask me. 

Most anyone that has or had an Atari 2600 knows about the 
"miCToscopic dot" in adventure - it was one of the first "easter eggs" 
ever. The sad part about the dot is that the reason it was put in th^e 
in the first place was so that the poor sap that wrote the game could 
put his name in the game in such a way that the powers that be at 
Atari couldnt find it. If they had found it, they would have inisited it 
be removed. So the programmer puts this dot in the game and it 




allows the player to access a secret room in whidi the program- 
mer's name is displayed. I'm curious though as to how many of you 
can remember the name displayed In that secret room? Just as I 
suspected. The damn DOT is more of a celebrity than the program- 
mer! 

The definition of celebrity Is lacking something 
extremely important in my book - class. As I 
see it, you don't just get to write a videogame, 
star in a movie, or play a professional sport 
and instantly become a celebrity - you need to 
have class. As I watched the guests at last year's show standing 
around shooting the shit with the attendees, admiring the stuff that 
was on display, and generally just having a good time, I thought to 
myself... "these guys have dass!" Ever hang around the ballpark as 
a kid waiting to get an autograph from one of the players? Remem- 
ber how many of them would act as if you didn't even exist? There 
was always one or two players willing to spend some time with the 
folks that laid-out the cash to come and watch THEM play - those 
are the tme celebrities! Although this line of thinking may not hold 
true these days because the athletes probably know that 75% of the 
autographs they sign now will be up on eBay the next day but you 
get the idea. 

So here we are in 1999 and things have changed in the video- 
game industry quite a bit since Atari was on top. Credits are listed 
somewhere within each and every game but it's not quite the same. 
Games are writt^ by t^ms of designers, artists, musicians, etc. so 
there's no simple answer to the question of '\vho wrote Doom?" or 
the like. Even so, do we know who did the musk) for Doom? What 
about the person that "drew" all the characters? I guess without one 
person that can legitimately claim a game as their own, it doesnt 
really matter all that much. Even back then though, did you really 
care who wrote Pitfall? Probably not, but if you heard that David 
Crane was going to make a public appearance someplace in your 
neighbortiood. at least you'd know who the hell he was and maybe 
you'd ev^i like to meet the guy and shake his hand. 

That's what Classic Gaming Expo is ail about. Ifs a chance to 
meet some of the people that were responsible for all those broken 
joysticks way back when and finally get the chance to give them the 
bill! When you meet some of the celebrities at the show, odds are 
pretty good that when Howard Scott Warshaw tells you he wrote 
Tar's Revenge, he really wrote it - ALL of it! 
When you smack him upside his head for 
making it so damn hard, you can walk away 
comfortable vwth the fact that he alone de- 
served it and you need not seek anyone 
else out. 

Two final questions. Any idea who wrote 
the arcade version of Pac-Man? Do you 
know what a Pac-Man looks like? I rest my 
case...- 




Quoidbles 

Compiled by Al Backiel 



"I was running a division at Sanders in 1966 when It occurred to 
me that you should be able to do something else with a television 
set than just tune in a channel. The answer was GAMES. By early 
1 967 it became obvious we should get serious." 
Ralph Baer (VG & CE Jun'91) 

"I rememt>er going to a CES about a year before the crash. 
Everybody and their brother had gotten into videogames! What we 
didn't realize was that when they failed, they would dump all their 
product on the market." 
Steve Cartwright (2600 Conn. #6) 

"The concept for PITFALL took less than 10 minutes. The diffi- 
cult part was sitting at the computer, for over 1 ,000 hours, and mak- 
ing it happen." 
David Crane {2600 Conn. #12) 

"Did I leam anything at Atari? I learned 6502 assembly code 
inside and out. God, its been long enough! Almost. I'm beginning to 
forget details. Isn't that great? I may survive." 
T od Frye {Once Upon Atari) 

"It's difficult to come up with a fun game which people enjoy 
playing over and over again. It is easy to come up with a game that 
is just like all other games. You have to try all kinds of things." 
R ob Fulop (VGU Jun'83) 

"What really prompted JUMPMAN was my desire to leam the 
Atari computer. I was trying to emulate Donkey Kong in the sense 
that I wanted to make a man mn and dimb. That's how the whole 
thing started. Putting the Atari to use, seeing if it coukj do that type 
of thing." 
Randy Glover {VGU Aug'83) 

"Tiger reverse engineered the 2600 and flew myself and two 
other programmers out to their company in Chicago to teach us how 
to program the 2600." 
John Hams {2600 Conn. #42) 

"In January 1983 the talk that flooded the convention center at 
the Winter CES in Las Vegas was the news of Atari's stock dropping 
wildly and the rumors that the big shake-out was coming." 
Leonard Herman (Phoenix) 

"If video gaming is to be saddled with a rating system, th^ we'd 
better have a neutral administrating body that can set standards for 
the whole cartridge field. Letting each company determine the rat- 
ings of its own products would be dec^tive and confusing." 



_Amie Katz (EG OcfSS) 



"I was going to do a game with a cop chasing a CTOok. The Key- 
stone Kop was my wife's idea. TTie cop chases the aook through a 
d^artment store." 
Gary Kitchen (EF&GApr^83) 

"Nobody wants to sit around witti a satchel ftjil of contrdlers, 
like an electronic golf bag, sheeting the appropriate device for each 
game." 
Bill Kunkel {EG Jul'93) 

"I remember when a half dozen suits came into my lab to see 
my 2600 VOLLEYBALL while I was wearing a tank top. shorts and 
sandals. They would then inquire about a round ball." 
BobPolaro (DP#40) 

"Many people in the business today seem to be more interested 
in making movies than in making games." 
^Tlm Skelly (Halcyon Days) 

"YAR'S REVENGE, I believe, still stands as one of the only 
games in which the source code is displayed on the screen. You 
had to use everything at hand." 

Howard Scott Warshaw (Once Upon Atari) 

"I can remember the day in the lab when me and Rob (Fulop) 
decided to tie the two games together. We started kicking around 
the idea of the survivors from ATLANTIS showing up in COSMIC 
ARK with the mission to go from planet to planet getting two of 
every creature to repopulate Atlarrtis." 
Dennis Koble (VG Jan'83) 

"Remember it's not the dragon that gets you - it's the DRAGON- 
FIRE!" 
Robert Smith {Numb Thumb News #2) 

"My last name is Turmell and all along I thought TURMOIL 
would be a good name for a game. Very frequently the name comes 
before anything else." 
Mark Turmell {EF&G Nov'82) 

"A game Is automatically dubbed 'classic' when an 'updated' ver- 
sion of it is released ten or more years later. Yep, I just made that 
mle up. So deal with it." 

J oe Santulli (Digital Press) 




Medley review 
by Joe Santulli, 

former "The 
Cure" groupie 
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I grew up having TWO Robert Smiths to 
look up to. There was the Robert Smith who 
played front man for the pre-Goth alternative 
band The Cure, and there was the Robert 
Smith who designed some superb titles for 
the Atari 2600. The main difference between 
these two fellas is that one Rotiert Smith 
makes you want to brood in a dark comer, 
wishing you were with a woman that doesnl 
exist, while the otfier Robert Smith makes 
you want to save the wortd. The fact that I 
admired both of these Robert Smiths equally 
all of those years is probably the reason why 
I've t>ecome such a confused adult. 

You know his games. Dragonfire. Moon- 
sweeper. Riddle of the Sphinx. Video Pin- 
bait. Star Wars Arcade. He did them all for 
the Atari 2600, and there isn't a gamer out 
tfiere that hasn't marvelled at each of these 
tities In their day. 

My favorite Smith game is Riddle of the 
Sphinx. You don't hear people often talking 
about this one, and that's surprising. It is 
essentially an early action-t>ased role- 
playing game. You're the prince of Egypt, 
setting out into the desert wild to defeat the 
evil god. Anubis. /Uong the way, you wilt 
encounter treacherous thieves and deadly 
scorpions. There are palm trees and obe- 
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lisks that act as protection or ot)stacles, de- 
pending on your situation. There are pools to 
replenish your energy, and treasures hidden 
inside of temples. Traders may screw you in 
many deals - or really come through with a 
useful item. And there are a bunch of differ- 
ent items. The game is very deep, requiring 
riot only resourceful inventory management 
and patience, but a pretty accurate triggo- 
finger as well. The graphics are excdlertt, 
although ttie desert Isn't a hard thing to 
draw. There aren't many sounds in the 
game eith^. Still, the result is a game that 
captures the feel of the desert, a remarkable 
accomplishment. 

Far more popular in the Robert Smith gal- 
lery is the multi-platform hit Dragonfire. 
This is quite a different style of game, requir- 
ing lightning fast reflexes. In the first screen, 
you storm the castle gates. Well actually you 
just run head-on towards them. Fireballs 
approach from high and low and you'll have 
to duck and jump to get past them. In other 
versions of the game, an archer fires arrows 
from at>ove as well, but the Atari 2600 had 
limitations that Smith dealt with rather nicely. 
Once you've entered the castle, it's mano-a- 
dragon as you race around the room collect- 
ing treasure while a fire-breathing dragon 
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does his best to torch you. Once alt of the 
treasures are collected, an exit appears. Get 
there, and you're off to another castle gate, 
this time a bit faster than the one before. 
Evwitualty, fireballs come at you so fast that 
you have to play the game on raw instinct. I 
like that. I also like the game's grar^ics and 
sound, which like Riddle of the Sphinx are 
simple but perfect for the game. 

Moonsweeper is a combination shooter 
and rescue mission. You pilot through deep 
space searching for a moon to land on while 
avoiding space debris. TTiere's a really inno- 
vative "zoom In" to the moon surface when 
you land that I r^nember being a jaw- 
dropping effect at the time. On the surface, 
you have to drift over people while navigat- 
ing around pylons and enemy saucers. An- 
other innovation was tfie at)ility to fire ahead 
or into Uie sky to knock out the mott>er ship 
that continually drops those enemy saucers. 
And once you've rescued the quota of peo- 
ple you have to reach maximum vdodty to 
escape the moon's gravity. Really cool stuff! 

He may not be able to sing "Just Uke 
Heaven" like the OTHER Robert Smith, but 
this one really made the Atari 2600 sing, and 
that's quite a feat indeed. 




Smith orchestrated some unprece- 
dented effects m Moonsweeper 



Another inrK>wation — TWO loystKks to 
play the complex RKldle of the Sphinx 



Dl take the metal um for 40 and ihe 
d)mni bottle for 90, Pat 




Medley review 
by Russ Perry, Jr. 
and his tiny 
friends 



Let's start out vwth Taz... 

The first thing you see is a giant picture of 
Taz (Warner Bros.'s Tasmanian Devil of 
cartoon fame) himself, which, though a bit 
creepy (maybe if he moved a little), is fairty 
impressive - it's always impressed me that 
they can make big and reasonably detailed 
pictures on the 2600. Within the actual 
game, however, Taz is pictured in his whirl- 
ing dervish form, a small tornado, and it isnl 
animated much either. 

Also, the sound isnt all that impressive, as 
it's confined to only two real sound effects 
and a couple sonic indicators for in-game 
events; no game music, no real variety in 
sounds, and kind of sparse use of the ones it 
has. 

But graphics and sound arent really the 
important thing... Thegameplay, while sim- 
plistic, can become quite frantic. The basic 
idea is that you have to collect foodstuff 
(burgers, root beer, ice cream cones, popsi- 
cles, and others, each wortti an increasing 
amount of points), while avoiding stidts of 
dynamite. This all takes place in an arena of 
sort made up of 8 rows. 

You can move anywhere within these 
rows, while either a food H&n or a stidc of 
dynamite will enter one side of a row and 
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leave the other. It's a pretty simple concept, 
but one that allows a good ramping-up of 
difficulty. At first, objects sort of meander 
across, but on later levels, ttiey rrally go 
whipping by. Also, on eariler levels there is 
more time betweai a lane emptying (when 
you grab a food item, it's point value is dis- 
played, and until it disappears, the lane will 
ranain empty) and the next object passing 
through, whereas \aA& on there's an almost 
constant flow of stuff aaoss the screen. 

Also, the foodstuffe can be difficult to dis- 
tinguish from dynamite at times. For in- 
stance, you start with burgers, and at 2500 
points progress to mugs of root beer; at 
7500, to ice cream cones, and at 17500. to 
popsides. But these popsides look similar to 
the dynamite enough to make you screw up 
at times and die when you shouldn't. 

At 10,000 points you get an extra Taz, and 
at other times thereafter (30,000 and 50,000 
for example ~ perhaps every 20,000 
points?), and you're going to need them. At 
32,500 you enter a "Crazed Wave" in which 
stuff just FLIES aaoss the screen (starting 
with apples and then radishes?), and it is 
about then that your pulse REALLY starts to 
quicken. 

I don1 know what my record was as a 



child, but frankly, at my "advanced age", 
with my failing eyesight, and wrists I messed 
up a couple jobs back, I can't seem to reach 
even 70,000 any more. I'm sure there is 
more stuff in there awaiting disoDvery, but 
you're going to have to be fest, and accu- 
rate, to find it all. And if you do, let me know 
if the Crazed Wave ever ends. :-) 

Sometipslcangiveyou... Where there 
WAS an object, you're twiporarily safe. If 
you nabbed a food item, the point value is 
displayed and it's safe to stay in that lane 
until it disappears. If dynamite has passed 
by, it won't turn around, so feel free to take a 
quick break behind it. As far as I can tell, 
there are no time constraints, so don't feel 
if s necessary to run out and grab every food 
item you can, because the extra risk will lead 
to more deaths and therefore lower scores 
(not that I follow my own advice). 

To sum up, Taz is for people who like re- 
adion contests. It's all about dodging, and 
predse movement of Taz. If your joystick 
isnt vav precise, or you're not voy coordi- 
nated, don't exped to rack up very high 
scores, but this is a fun little game. 

Now, Asterix, on the other hand... 

Oh, vtrho am 1 trying to kid? Asterix is 

(ConSnued on page 11} 




Preity outstanding opening screen, 
wouldn't yo u say? 



Astenx h remarkably similar to Taz but 
more endearing to Bnts. 



Quadrum Howw'd he get this thmg to 
TALK? 




Medley review 

by Dave Giarrusso, 

despiie being 

shot, drowned, 

and frozen. 



When Steve Cartwright sat down to pro- 
duce a new 2600 game, I wondw if he ever 
said to himself, "Okay, Steve, today's the 
day I begin work on that new 2600 cart I 
have to write. Hey, that's kinda funny. I'm 
Steve Cartwright, and I write carts." Then 
he'd go to the insurance office or the bank or 
someplace where he would have to fill out 
some kind of fomis, and a conversation 
would ensue that would sound a little some- 
thing like this: 

Banker; "Name?" Steve: "Cartwright." 
Banker: "Occupation?" Steve: "Cart write." 

How many carts could a Cartwright write if 
a Cartwright could write carts? Five: Bam- 
stonrting, Megamania, Seaquest, Plaque 
Attack, and Frostbite. 

If you've ever wondered how quickly you 
could fly a plane through twenty five bams, 
(how many bams could a t)amstormer 
stomi...) then Barnstorming is the game 
for you. The first game produced by Steve 
was also the first Activision game I played. 
While it didn't particularly blow me away, it's 
a fijn contest, and has simple, but very ade- 
quate graphics. Bamstonning is a race 
against the dock, where the object is to see 
just how many fanriers you can piss off by 
piloting your biplane through a predeter- 
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mined number of open bam doors in the 
shortest possible amount of time. Throw a 
few geese and windmills into the mix for 
good measure and even the Wright brothers' 
mettle would be tested. Looking back at 
Barnstorming, it looks like a testing ground 
for what Steve wanted to make the VCS do, 
and how he could make it do it - a good ef- 
fort for the first time out of the gate. 

After warming up with Bamstomning, 
Steve went on to produce the mega-hit 
Megamania for the 2600, Based loosely on 
Sega's 1981 coin-op Astro Blaster, Mega- 
mania is the Space Nightmare that was 
every kid's dream t)ack in the eighties. The 
premise is simple: stuff is attacking you 
from the air, a la Space Invaders, and you 
must blast everything airtxjme with your 
cannon before you njn out of energy. Unlike 
Space Invaders, however, the attackers 
never land, and each variety has a different 
attack pattern. After defeating the hordes of 
Hamburgers, Cookies, Bugs, Radial Tires, 
Diamonds, Steam Irons and Bowties, the 
player is attacked by a wave of the spec- 
tacular Space Dice. Managing to get past 
the dreaded dice launches the gamer into 
another wave of the Hamburgers and the 
whole thing starts again, but with increased 



difficulty and different colors. 

While there aren't a lot of sound effects in 
Megamania, the ones that are present are 
excellent and appropriate. In fact, the sound 
made when a target is hit, best described as 
an echoing "being" on top of a bass drum, is 
so essential to the gameplay that when it 
was foolishly left out of the Activision Clas- 
sics Playstation CD, I completely gave up 
on the disc. True story. 

With the resounding success of Megama- 
nia under his belt, Steve moved in a slightly 
different direction for his next hit game, 
Seaquest. While the Swordquest (fijnny, 
they both end in "quest") series would have 
moved from the water into the air, Steve 
went fi"om shoofing things in the air to shoot- 
ing them in the water. In Seaquest, the 
player captains a submarine that must res- 
cue lost divers and eliminate shari^s and 
enemy u-tmats, all the while keeping a vigi- 
lant eye on the oxygen gauge. In addition to 
Megamania's gauge conc^t, Seaquest 
borrows some of the sounds from Megama- 
nia and has wonderful "under the sea" 
graphics. 

In Plaque Attack, the battles take place in 

(Continued on page 1 1) 




Arcade game players may find Megama- 
nia similar to Astro Blaster 



Plaque Attackisa360degreevanationof 
Megamania... inside your mouth 



You mic^t say Frostbite plays like Q'bert, 
but most of us would disagree 





Joe Saniulli remi- 
nisces ihe base- 
ment years 



Some of my fondest memories of youth 
involve playing Atari for hours on the hottest 
summer days. Most of the neighborhood 
youths were outside playing baseball or 
swimming, white indoors, in a dark nx)m 
powwed by an airHX>nditioner turned all the 
way up, my tiest friend Kevin and I - two 
social misfits - talked trash while reeling a 
five-point fish past a pesky shark. 

If any programmer pushed the Atari 2600 
to if s limits, it would have to have been 
David Crane. Crane was one of the key de- 
signers with Activision from the time of its 
inception to its final days producing software 
for the system. Crane designed Dragster, 
Fishing Derby, Laser Blast, Freeway, 
Grand Prix, Decathlon, Pitfall!, Pitfall II, 
and Ghostbusters while at Activision, as 
well as Canyon Bomber, Slot Machine, 
and Outlaw in the "pre-third-party" era. 

You might find this strange, but my favor- 
ite David Crane game is Fishing Dertiy, one 
of his first for Activision. In the game, you go 
head-to-head against another fisherman as 
you try to reel in 99 points worth of smelly 
fish. Spoiling the day is a shark who patrols 
the water near the surface and will gobble up 
fish on your hook if he touches it. The fish 
range in point values, with higher points 
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awarded the deeper you catch them. 

The game appears tranquil enough, and 
certainly the sport isn't going to produce any 
athletes (except maybe in the 12-oz ami 
bend competition), but the Atari 2600 ver- 
sion of fishing is absolutely frantic. The fish 
move about randomly and it takes some 
practice to get the hang of catching them. 
Once you do, you have the other player to 
contend writh. The computer is an adequate 
player, but get someone in there who knows 
how to play the game and you'll find this 
Fishing Derby to be as fast-paced and furi- 
ous as any video game can get. 

If you've never developed the callus on 
your thumbs that most of us veteran gamers 
have earned, there's no better place to start 
than with Crane's The Activision Decath- 
lon. Wrapped up in one cartridge is the 100 
meier dash, long jump, shot put, high jump, 
400 meter dash, 110 m^er hurdles, disois, 
javelin, 1500 meter race, and pole vault. 
That's TEN different games! You can 
choose to play any of these or compete with 
as many as four players in the decathlon, 
which cycles through all of the events and 
keeps score on your progress. 

The game has brilliant graphics, the back- 
ground is a fairiy believable arena setting, 
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complete with aowd and lighfing towers. 
There's even an opening ceremony. The 
downside to the game is that all of the 
events require a building-up of speed by 
jamming your joystick left and right as rap- 
idly as possible. We lost a few joysticks to 
this game as a result, but the feeling of com- 
petition we got while playing made it all 
seem worth losing a $10 stick. 

Probably the most popular David Crane 
game is still being updated on modon sys- 
tems today. When Pitfall was released in 
1982 it was way ahead of anything that had 
been done on the Atari 2600 at the time. 
This action-exploration game featured a 
huge environment (well, it was a clever trick, 
anyway) and many different obstacles. Be- 
fore Pitfall, we jumped over rolling ban-els. 
Pitfall gave us rolling logs, but also snakes, 
campfires, alligators, swamps, scorpions, 
bottomless pits, and opening and dosing 
pits. All in pursuit of the mighty dollar. It was 
the first game I can ever remember having 
to draw a map for! And as good as Pitfall 
was. Crane realty outdid himself with Pitfall 
II in 1 984, which is stilt an amazing game to 
witness on sudi limited hardware. 

Ah, the days of the Atari 2600. When done 
right, magic was made. 




I used to do this in high school, but not 
nearly as wen as I do m the Video game. 



You know the old sayingi "I'd rather be 
(playing) Fishing (Derby)'. 



Betcha didn't thirA anyone could finish 
this gaine.». wrong! 




Medley review 
by 3oe Santulli, 
commander of 
missiles. 



I would have to say that of all the game 
designers there have ever t»een, Rob Fulop 
has created the games "most likdy to delight 
while in a drunken stupor". TTiat isn't to say 
the games aren't delightful while completely 
soba- {they tnjiy are), but Fulop's use of 
flashing/fading effects, smoothly moving 
otiteds, and high intensity color palettes 
make the games even more fun when 
you've "got a few in you". I recently hosted a 
small party and had some friends over. They 
couldn't get enough of Missile Command 
or Cosmic Ark. Thai again, maybe that 
WASNT the booze talking. 

I have to start with Missile Command. To 
this day, I have yet to play a home conve"- 
sion so UNLIKELY to be done well on an 
inferior p\ece of hardware, yet the Atari 2600 
version of Missile Command still rodts! 

This was the first Atari 2600A/CS game I 
ever purchased, and for quite awhile it was 
the only game I played. The game was de- 
signed to show off the positives of the Atari 
2600 (the flashing effects of an explosion, for 
example) while avoiding the weaknesses 
(there is only one missile base). Some de- 
signers would try to go balls-out on arcade 
features and wind up with a mess of a 
game. Fulop recognized the (imitations of 
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the VCS and programmed accordingly. If 
you haven't played this one in awhile, try it 
again - not only will it bring back memories, 
but you won't be able to put it down. 

The VCS version of the game is missing 
the jets that streak across the saeen drop- 
ping little presents on you, and you'll never 
see a missile split into two, but you'll hardly 
notice that once the action heats up. The 
"smart" ICBM's are as smart as ever, and 
the game just has the pace and purpose of 
the coin-op down pat. 

Cosmic Ark is one of those games VhsA 
you don't hear people reminiscing about, 
which surprised me a little. It's like two 
games in one. The first game is an all-out 
test of your reflexes, similar the classic ar- 
cade game Space Zap. Your "arit" remains 
fixed in the center of the saeen surrounded 
by a hypnotic stariight effect (trippy even 
while sober). Asteroids appear from each of 
the four sid^ of the screen, and you simply 
have to react by pressing the joystick in that 
direction to counter the asteroid with return 
fire. You'd think this would be a pretty easy 
task, but eventually they're coming at you so 
fast that any kind of mistake - or hesita- 
tion - will cost you a ship. 

Survive this wave and you move along to 



the planet surface where you try to capture 
two "beasties" in a tractor beam and trans- 
port th&T) aboard the ark. You have a limited 
time to do this, the creatures move about 
en"atically (and intelligently away from your 
beam). In later stages, a rising and falling 
laser beam pressures you to move qukddy 
or lose precious time. 

The game is brilliant and colorful. Like Fu- 
lop's well known shooter Demon Attack, the 
game seems to hit a peak - and if you've 
mastered it, you can play on and on. Sure- 
Demon Attack was one of the first third 
party titles available for the Atari 2600, as 
well as a debuting game for the company 
called Imagic. At its core. Demon Attack is 
similar to Centuri's Phoenix, where your 
ship is being attacked by a horde of space 
birds that can split into two when hit, fly er- 
ratically, and have deadly weapons. In fact, 
tha'e was a lawsuit filed against Imagic stat- 
ing the same. Fulop and Imagic won that 
one. 

Demon Attack, like Missile Command, 
was a game that sold consoles. Fulop had 
other mCTiorable Atari 2600 games: he de- 
signed the very eariy Atari title Night Driver, 
the Imagic fish adventure Fathom, and his 
own independently produced Cubicolor. 




In the days before po^Afer-ups, man had 
only his raw skills to protect him 



One of the best home translations ever 
was Missile Coininand for VCS 



1 can stiD tnp out to the starlight effects of 
Cosmic Ark 
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(Con6nued irom page 7) 

really the same game as Taz, only with a different car- 
toon characta" as the protagonist (the Europeans love 
Asterix The Gaul, whereas most Americans haven't 
heard of him; I suspect the opposite is tnje atxjut Taz). 

Since it IS a diffe"ent character, the opening screen is 
of Asterix instead of Taz. And in this game, you are not 
collecting just foodstuffs, but other odd things like 
shields, lamps, children?; also there is not dynamite 
but rather some odd harp or lyre looking things. 

The point values at which things change are the 
same, only instead of a Crazed Wave, you get an Ot)e- 
lix Wave, and you get to control Obelix for a while. 

Quadrun is the other 2600 game Steve designed, 
and ifs always been one of my favorites, just because 
it's a bit wacked-out. You also get a big surprise when 
you press the fire button to start a game - the game 
talks! It announces its name to you three times in quick 
succession (and is that by chance Steve's voice?), 
which is a pretty impressive feat (in fact there is only 
one other 2600 game with voice. Open Sesame). 
Other than that the game is, like Taz, a bit sparse on 
auditory stimuli. 

Quadrun seems to be related to Taz a bit, as the 
play area has the same sort of frame top and bottom 
as it did in Taz, only instead of the aght lanes you got 
in that game, here you get a scintillating octagon with a 
crossed shaped arena inside. 

Moving around the arena is done in an interesting 
way. While you're in the vertical part, pushing the joy- 
stick up or down makes you go to the upper or \ower 
part of the cross (respectively), and you always face 
(and fire) toward the center. To move to the horizontal 
part, you just move left or right to the wall, which then 
sends you to the left or right part of the aoss; to get 
back, move up or down, depending on where you want 
to end up again. So, there are only two vertical levels 
you'll be at in the velical part, and only two horizontal 
positions you can be at in the horizontal part. 

The basic idea behind the game is, like Taz again, 
quite simplistic - you must shoot creatures (five per 
level) that are travelling in the vertical part of the cross, 
and at other times must catch creatures traversing the 
horizontal part of the cross. But Quadrun adds a twist 
to the shooting idea - you only get three bullets, so you 
have to catch the ones you've fired! 

In the first round, versus Goons, it's not that hard - 
you see where they're coming from (dont let them 
touch you, or they steal a bullet), get on the other side 
fi"om them if you're not already there, shoot them , and 
then go back across to catch the bullet. That certainly 
sounds simple enough, but it gets trickier, of course. 
On the second level you run into Snags, which have a 
center that opens up, allowing bullets to pass right 
through. On the third lev^ you face Yo-Yos that 
change direction, forcing you to shoot fi"om the oppo- 
site side as you nomnally would. On the fourth level you 
meet Nods who speed up halfway aaoss, which 
means you've got to position yourself faster than in the 
prior levels. On the fifth levd you find Brats, who 



bounce from side to side as they travel up or down. And 
so on! [which is to say I can't sean to g^ any further 
than that anymore, assuming I ever could]. 

And to complicate matters further, you have a time 
limft that will eventually run out, so if you keep missing 
the CTeatures - even if you catch every bullet - you even- 
tually lose the game. Also, the horizontally moving 
creatures must be captured before you can go back to 
shooting the others, and though there is no direct pen- 
alty for not catching them, in the mean time the clock is 
ticking down. 

Tips? Know thine enemy - understand how each 
cr^ture acts, and learn how to deal with them. 1 find it 
help^l to always be at the top and go where I need to 
be, but at the very least after you catch a horizontally 
travelling creature be sure to get back to the vertical 
part right away, since fime is always counting down, 
and you don't want to miss an opportunity to shoot a 
creature while you dawdle in the wrong area. To catch 
those guys when they're being uncooperative, it usually 
works to just jiggle the joystick left to right until they 
come to you. 

Summary? When you get past the Goons, you'll find 
that the creatures you're shooting at can get your heart 
racing a bit, as you'll be trying to keep them from hitting 
you and stealing a bullet, and yet get in the right place 
to shoot them, and THEN get back to catch the bullet. 
This game doesn't have quite the twitch factor Taz has, 
but it's an intriguing little contest all in all. 
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(Continued from page 8) 

the dari< recesses of... a MOUTH! In a game that afflu- 
ent dentists handed out to patients, in lieu of a new 
toothbrush, with each dieckup, the player must use 
their tube of toothpaste to shoot down junkfood before it 
successfully rots all of the teeth in sight. The game 
always brings a poster from the dentisf s office to mind: 
"The minute you finish eating your dinner, your dinner 
starts eating your te^h." While the poster was meant 
to fiighten children into remembering to bnjsh their 
pearly whites. Plaque Attack prompted them to do the 
same thing by virtue of toeing a fun and hip video game. 
Plaque Attack's lineage can be traced back to Mega- 
mania, but in this contest, enemies attack from above 
and below, with our ever shrinking toothpaste tut>e 
caught in the middle. Great graphics and sound, as 
well as challenging gameplay make this cart a winner. 

Steve's VCS swan song, Frostbite, challenged 
Megamania as the most played Cartwright cart in our 
house. With a decidedly Q*Bert feel, Frostbite be- 
came a fast favorite with its flashy graphics and frantic 
frozen gameplay. As a denizen of the arctic, the player 
must guide their onscreen persona (Frostbite Bailey, I 
believe) up and down a screen of four horizontal rows 
of mowng ice blocks in an effort to build an igloo in 
which to temporarily seek refuge from the cold. He has 
no fime for dawdling though - the temperature starts 
out at a chilly 45 degrees and steadily drops - if it hits 
zero, he becomes a popsicle. Killer crabs, clams, and 



birds, as well as the icy depths of the frozen sea, com- 
plicate our hero's construction effort. Completing and 
entering the igloo ends the current round and tallies up 
the points before progressing to the next round. 

There are lots of very nice, subtle touches in Frost- 
bite that demonstrate Steve's knack for game design. 
After the sun sets in the game, the screen darkws, and 
a flickering light shines through the open igloo door. 
Small fish serve as bonus points to the expert marks- 
man, and in later stages, a polar bear amves to terror- 
ize us. As the game progresses, and speeds up and 
increases in difliculty, our hero is blessed with the ability 
to maneuver a bit more while in mid jump in order to 
avoid the pesky sea creatures. A misstep results in the 
agonized flailings and screams of a man who knows he 
has been beaten. 

In the 2600's heyday, we owned each and every one 
of Steve's carts, but Megamania was the game most 
likely to tick ofl" my piano teacher. If I happened to tie 
involved in a particulariy enthralling game, (read: going 
for a new high score) that accidentally happened to 
overlap my lesson time, she simply had to wait it out 
while I shouted, "I'll be right there..." from the other 
room. I dunno what she was irritated for. she still got 
her paycheck for torturing me. Today, I can still be 
found in Iront of the television set with Megamania, 
Seaquest, or Frostbite plugged into my VCS. but now, 
Frostbite wins the popularity contest, and alas, I don't 
own a piano. 
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Bally/Midway, for Arcade 
Dtgnitaryt Brian Cohn 

Which ONE of the following items doesn't belong? 

A) Balloons 

B) Pac-Men 

C) Fish 

D) Unlcycles 

E) Clowns 

F) Bombs 

tf you said, "F) Bombs," you're wrong. The answer, 
of course, is "C) Fish." If you're looking for a nice fun, 
fish-filled videogame, grab a copy of Fishing Derby 
and your Atari 2600 and knock yourself out. The rest of 
the items listed above are all elements of the fantastic 
arcade game, Kickman, or depending on where you 
played it, "Kidt", man. It was released with both titles. 

Once upon a time, I remember reading an article that 
said something to the effect of, "...can you imagine a 
Pac-Man sequel that DIDNT make it?" I know a lot of 
people would immediat^y point to Pac-Land (though I 
happen to like that game quite a bit), but the auUior 
was referring to Kickman, a game that I've always con- 
sidered a Pac-Man crossover or even a spin-off, but 
not really a sequel. The article may have gone on to 
say that Kickman began as a sequel, but didn't end up 
as one. What^/er it said, the magazine has fcieen de- 
funct for over ten years now, but I'm still playing Kick- 
man. 




In Kickman, you assume the guise of a mild- 
mannered, unicycle riding, machine-gun totin' clown, 
who maneuvers only to the left and the right of a one 
point perspective city scape via a horizontally con- 
strained track- 
ball. Wait, 
scratch the ma- 
chine gun. He 
does have a hat 
pin up his 
sleeve though. 
Two round, 
oversized, or- 
I ange, backlit 
buttons sit on 
I either side of 
I the trackball, 
I marked "KICK" 
When pressed, 
they cause the down to kick (you don't say) his big 
down feet out to eitha- side of the unicyde. Pressing 
the button repeatedly and rapidly causes ol' Clownle to 
bust a groove. Almost. 

Why would we want to make our unicyde riding 
down kick? A valid question. Above our hero are sev- 
eral balloons, twelve at the outset, then twenty four af- 
ter the first board. In a sort of "Circus Atari-in-reverse" 
tadic, Clownie's job is to catch all the balloons on his 
head, without dropping any. If one should fall past his 
head, he needs to huny up and KICK it back up in the 
air with his big floppy down feet, and then catch the 
balloon on the rebound. Should a balloon ^11 down 
past the Clownmeister and fail to be kidted, WHAM! 
He promptly falls off his unicycle, his hat falls off, he 
screams out "crappity-caid!" (oops, maybe that was me ■ 
yelling), and any balloons that were on his head bounce 
on his back and off the screen. Oh the pain! 

The first board is very easy: simply try to catch the 
balloons on your head where they will immediately pop. 
If you're a greedy pointmaster like me, you can kidt 
each one of them first for a nice 2000 point bonus upon 
completion of the round. 

After round one, catching the balloons on your head 
makes them pile up in a column on your hat. The more 
you catch, the less distance the balloons have to travel 
before catching them, and consequwitty, the less time 
you have to maneuver Uni-downie underneath them. 
After catching the maximum allowed number of tial- 
loons, Clowninator will pop them all with a pin in his 
hand, and you'll warp back to ttie cwiter of the screen. 
Unless,.. 

Unless there happen to be Pac-Men on the screen. If 
you catch a Pac-Man, he will eat any balloons on your 
head on the way dovm (more points), or, if he's already 
on your head and the balloons max out, he'll Just look 
up and eat 'em all (fewer points). During later rounds, 
the monsters fi"om the Pac-series also make an ap- 
pearance, and score the most points of any of the tar- 
gets. 

Clear a couple of rounds, and you'll find yourself 
hanging out between a couple of skyscrapers on the 
bonus stage. Evidently, the people who live and/or 
wori< in said skyscrapers have balanced their check- 
books and/or finished writing their hundred page briefe. 
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and have nothing better to do than hurl balloons, and 
the occasional bomb, at Mr. Happy Clown. Clownie 
must catch all the balloons and steer clear of the 
bombs in order to recdve the big points. I find it odd 
that catdiing an exploding bomb doesn't "kill" Clownie, 
(no lives are lost during the bonus round) but failing to 
catch a balloon does. If s just that "bonus round logic" 
hard at work. 

As the game progresses, the difficulty is increased by 
faster dropping targets and, multiple simultaneous fal- 
ling targets. That is, if one balloon falls, and you fail to 
catch it, and you kick it in an effort to catch it on the 
rebound, good luck! Another balloon has already 
started falling, so now you'll have to successfully juggle 
BOTH balloons in an effort to escape the dreaded uni- 
cyde dismount ("death.") 

This game is incredibly fun. For starters the beauti- 
fully cartoony graphics are superb, and the back- 
ground, while simple, gives the scene plenty of depth 
without overpowering the action (heads up, Capcom). 
The music won the 1981 Grammy award for "Best dr- 
cus-theme music in an arcade video game," and the 
sound effects are perfect. We are even treated to 
many of the sounds of Pac-Man: the Pac-Man "siren" 
goes off when Pac heads down the screen; upon land- 
ing on Clownie's head, we hear the Pac-death theme; 
and when Pac scarfs down the targets, we get the Pac- 
gobblin' sound. Gotta love those gaming-crossovers. 

Kickman is a wacky game that, after the first few 
rounds, rivals dassic aerobic workouts like Track-N- 
Field, Marble Madness, Atari Football, or Dunk 
Shot. If you've missed that lunch-hour step dass or 
your racquetball partner dedded that he 
or she needed to grout the kitchen tile 
instead of meeting you at game time, 
head on down to the arcade and play a 
few rounds of Kickman. Make it to the 
fourth round and you1l be sure to bum 
off the extra calories from that luncheon 
of steak and crab legs. If you don't like downs because 
of some in^ational fear of them that sprung out of a 
childhood drcus trauma, you'll still dig Kiclmian. Just 
let those balloons sail on past Clownie and watch him 
eat the pavement a couple of times. Or twi. - Dave 
Giamjsso 

Midway, for N64 
Dtgntfaryt Mark Turmeli 

Though Mark Turmeli is listed as the head designer 
of Midway's instant arcade dassic NFL Blitz, he was 
not on the team that translated the game to the N-64. I 
would guess that this version is dose enough to the 
original, however, to allow us to consider the game a 
Tunnell creation. 

I need spend little time on description. I can't imagine 
that too may readei^ are unfamiliar with NFL Blitz, a 
football version of NBA Jam, which Tunnell also de- 
signed. Blitz won numerous awards from the glossy 
mags as home sports game of the year, and deserv- 
edly so. One mag argued, in effed, that if you buy 





Blitz, you do so at the risk of rendering every other 
foottjall game in your colledion obsolete. Tliafs pretty 
much true IF you are a fan of arcade-style adion as 
opposed to the strategy and simulation elements of 
football. 

The NBA Jam comparison worths very well for Blitz. 
Jam was WAY more popular than any of the countless 
ttaskettiall videogames that preceded it. Yet some 
hoops fans hated Jam because "it isn't basketball." 
Same thing with Blitz. Like Jam, it's enormously popu- 
lar, it's violent, 
I it captures a 
lot of the fun 
i of the sport, 
I and it simpli- 
I fies the game 
to the point 
I where anyone 
can just pop in 
I the cart and 
begin playing. 
It provides a 

very different experience than many of the fine football 
Sims out there. But if, like me, you're just looking for a 
shot of adrenaline-pumping arcade fun. Blitz cant be 
beaten. It's wildly addictive and merits all the success it 
has achieved. 

I would not say, however, that this game cannot be 
improved upon. Even if you acknowledge that Blitz is 
no sim, it is not a perfed ve^sion of the game it aspires 
to be. I'll be watching carefully to see whether they iron 
out some difficulties and make additions to the new 
version of Blitz that is coming for the Sega Dreamcast 
and other home systems. 

One problem wffth Blitz is that it contains the same 
"catch up" feature found in NBA Jam. If you get too fer 
ahead of the computer, there is pradically nothing you 
can do to score or to keep the computer from scoring. 
Undoubtedly there is some code to shut this off, but I 
didnl see anyway to do it in the options (as is the case 
in home versions of NBA Jam) or in the manual. I 
never like it when the computer takes the degree of 
your success in a videogame out of your hands. If de- 
signers want to make success very difficult-fine. But 
dont leave the feeling that the computer alone is more 
or less determining what happens on the screen. 

And even though the game is no sim, I see no reason 
why individual players cani wijoy more attributes of 
their real-life counterparts. Blitz does this to an extent, 
but not enough. Barry Sanders, for ©cample, is not a 
lethal running weapon. Instead, Detroit has simply 
been dassified as a good running team, and woeful QB 
Scott Mitchell runs like Fonest Gump. Similariy, it 
would make little sense to see running backs get 
zapped by UFOs under the excuse that "the game isn't 
supposed to be realistic." The UFOs aren't in there, but 
they might just as wdl be when you see a three hun- 
dred pound lineman catch up to Sand- 
ers from twenty yards behind. 

Some people are fanatical about "slow 
down" and ad is if any appearance of it 
automatically wrecks a game. I dont 
buy that any more than I thought a little 
"flicker" automatically ruined a VCS or 




Colecovision game. Nonetheless, in the N-64 version 
of Blitz, slowdown is more than an aesthetic problem. 
Its not unusual to get sacked or stopped on the goal 
line for no reason other than the fact that your runner 
suddenly begins running in quicksand. 

Finally, I've consistently maintained that every sports 
game should have instant replay and a create-a-player 
mode; those people who dont care don't have to use 
them. These sorts of features arent included in Blitz. 

So Blitz isn't perfect. But it provides the purest fun of 
any video football game ever created. Mark Turmell 
has two amazing hits on his resume with NBA Jam 
and Blitz. These games are even more fun than his 
2600 Turmoil. The real challenge for him is going to 
be baseball. - Jeff Cooper 

CUSTEH'S HEVENSS 

Mystique, for Atari 2600 
Digntiaryt Sfuarf Kesten 

The advertising department at Mystique must have 
had a tiall with this one. If the premise wasn't offensive 
aiough, the slogan for the game was "WHEN YOU 
SCORE, YOU SCORE!" Yeah, that wasn't going to get 




any woman's rights groups upset. I would also like to 
note that as a video game historian, I cite Custer's 
Revenge as the first brick on the foundation of the Po- 
litically Con-ect Building, located at One Liberal Street, 
Anywhere, USA. Because if the women weren't going 
to beat this game up, native Americans (we used to call 
them Indians tiack then) surely were. 

And yet it is games tike Custer's Revenge that make 
the Atari 2600 library so rich. I only wish that in this day 
and age there were feariess developers not afraid to 
stamp the dreaded "M" rating on their games and take 
their chances with the politicians and housewives with a 
purpose. When was the last time you saw a game that 
quite obviously was going to ups^ someone? Don't say 
Thrill Kill - there's nothing there that you haven't seen 
before, and even THAT didn't make it out to the public. 

Tviro companies (actually they were the same 
"company"). Mystique and Playaround, published adult- 
oriented games in the early 80's. The packaging was 
exquisite: the box had a fold-out flap similar to Intellivi- 
sion games, and inside was a small simulated-leather 
bound case. The case could t>e locked vwth a tiny gold 
lock, which was also included. The fact that any small 
child (or curious teenager) could easily rip apart the 




case and ultimately play the game is besides the point. 
They made an effort! Each of the games feature some 
escapade that is decidedly "adult": prostitution, mastur- 
bation, fornication, and in the case of Custer's Re- 
venge, even rape. 

The object of this game is simple - guide General 
Oust©- from the left side of the screen to the right, 
avoiding an-ows that hail down from above. VNftien he 
reaches the far right of the screen, he proceeds to 
"score" with a bound native American female. Pressing 
the button rapidly increases Custer's score, but you 
have to pull away from time to time, as arrovre continue 
to fall. Score as many points as possible Ijefore losing 
three lives. 

Yep, that's it. There are no other "hidden secrets" in 
the game, at least none that have been found by our 
army of classic gaming commandos. The graphics are 
pretty good, hovi/evw - there are smoke signals coming 
from a distant tee-pee, and Custer and the giri are well- 
drawn (given the limitations of the system). . . at least 
well enough to be SURE you know what's going on. 
Custer's character is a dassic, dressed only in his hat, 
bandana, and boots. His "thingy" protrudes three pixels 
out... I could comment on fomier DP 
staff writers at this point but that's just 
too easy. 

The game is fairly collectible but not 
too difficult to find. Don't settle for the 
cartridge alone - the packaging makes 
the game a real conversation piece for 
your classic gaming collection. - Joe Santulli 



THUNDER CASTLE 

INTV. for Intellivision 
Dtgntfaryt David Warhol 

In the vast ocean of software that no one knows 
about lies a tiny game whose generic title, lack of ad- 
vertising, and all around bad timing iDelie a stunning 
effort worthy of any "dassic". The game is Thunder 
Castte, and despite its hidden status those of us "in the 
know" (that now indudes you) have always induded it 
among our favorite Intellivision games. 

Just as Mattel was leaving their sinking ship called 
the Intellivision, another group was resuscitating it. 
INTV stepped in and brought the system back to life in 
the mid-1980's. When you look bad< at the wori< INTV 
did, you can't help but be amazed. Their games were 
truly groundbreaking Intellivision titles: the wonderful 
two player "Super Pro" games, the Atari conversions of 

Dig Dug 
and Pole 
Position, 
the brilliant 
pseudo-3D 
sequel to 
Burger- 
time called 
Diner, high- 
powered 
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by Dave Giarrusso 

CGE W is upon us, and while reviewing the lengthy list of distinguished guests. I thought I'dpt down some brief thoughts 
on what these tremendously talented guys and gals meant to me as a video game crazed kid. 



MR. RALPH H. BAER-Legend^y inventor and engineer of the Magnavox 
Odyssey system, the i*sf commercial videogame. "The Father of Wbbogames. " 

l%e iidayed the Odyssey on (xcasion, but my first eicperience wfth it vvasnl u^^ 
£#ter/^tari had vMOn the gaming crown. Had I pla^ it eofier, there's no doubt in 
my mind that I woukf^e loved it 

MR. STEVE CARTm^lGHT-Activision designer responsible Ox ^ Atari 
VCS games Ategamaniia, Bemstorming, Plaque Attack. Frosttjite and Seaquest 

As kids, we detemiined that Ste^e was the "cool guy" at Activision based on two 
ttiings: his press photo, seen in the instruction manuals of his games, and, well, 
Megamania It drcwe us insane. We can still sing the theme song fram the com- 
mercial, but for ttie sake of humanity, wont 

MR BRIAN COUN - A t^fn memt)er on a number c^ arcade dasms for Mid- 
way. Among them are Satan's Hokw, Kickm&i, Tron, C^scs of Tron &xi Spy 
Hiffiter. 

A game with Satan in tiie title has to t)e good. This one is outta sight and ewn 
plays "Fttght of the Valkyries." What" s not to towe? Kid<man stars a clown on a 
unicyde and Pac-Man. What else do you need to knew? Rve incredible games, 
the most popular of which is probably Spy Hunter, Inmytypkal. "notinwrthttie 
in-cnwwT' way, I'w always liked Kickman the best, folkwed VERY ctos^ by ttie 
TRON duo and Satan's Hdkw. I still play Kickman and Tron at the arcade et 
least axe a week. 

MR ERNIE CORMIER - 
Softw^e engrieer at CBS 
Video Games, where he 
was re^xxisi^kx- many of 
the took used to develop 
AJrni 2600 games. Cur- 
rently, Mr Cormieris Vice 
Fiesdent cf Gmfer Interac- 
tive. 

I Sdar Fox, Omega Race, 
I Gorf, and Mountain King 

were ttie big CBS VCS hits at our house. I also find it Interesting that Cormier and 

Groiler ha« simila" speBtngs, yet dont rtiyme at all. 

MR DAVID CRANE - Co-founder of Actr/ision in 1979, where he designed 
such cfesscs as Pife*, Dragster, Decatfubn, ftshrigDert)/, Freeway and 
Ghostbusters. 

Crane the almigtity is perhaps best kncwn for Pitfe*! - 1 still prefer the original 
aer any of ite sequels. I was first turned on to his 2600 gems with Freavay, 
whch I will always remember as contaning the best aiimation of a chcKen on the 
VCS, and Fishirtg Derby, still the finest, funnest fishing game e«r made. 

MR. DON DAGLOi/V- Famed design^- and pm^WTmerc^ the tTi Irttetvision 
game. Utopia. Drector of AppfcationsScAware at MatielElectrorKS. CtMrerniy 





at Stormfront ^ucSos, a &yftwae con^Dany he started in 1998. 

I have never played Utopia There. I said it - there's a game I hai«nt pla^. I'd 
Nketoplay Utopia! Blame it on my chikftxiod friend Ste«, who was the only guy 
onourbkx:kwfthlntellivision. We spent hours playing Boxing instead. Honest. 



MR WARREN DAVIS - Best 
kncwnforthe£scadeNtQ*Bert 
wtiiesiGottSeb, he also has Us 
vs. Them arxi Joust 2 in tvs ex- 
tensive g^ne desgn resume. 

I always thought he was in tt>ose 
Leprechaun rrxTvies, and Wilkw. 
but it tums out he had a hand in 
the decidedly B-nxMe flk* game 
Us vs. Them - a blast to play, or 
justtowatch, Itossedmanya 
token into the Joust2 machine at 
our kjcal mall as well. Terrific 
gama 



MR. JOE DECUIR - Joe Decuir was one c^the hareftvare engrieers on the 
Atari2600. A^ 800 and Amiga 1000, wortdngforJayli/^i^. Hencwworl<son 
\Mndows Networking tor Mcrasofl. 

Gotta give ^ guy props for plugging away at Stella Waitaminute. Thatdidnt 
come out right., 

MS. SHAJ^NON DONNEi± Y - Ms. Donnely has been a producer and wrier 
for suc^ hits as Dragon's l.ar. Space Ace md Thayer's Quest Sheisateoa 
respected lecturer arxl teacfies a ckas on ^ne desi^ at UCLA. 

I cainct even begin to estimate how many quarters arxj tokens I deposited into 
Dragon's Lair. Justforthesakeofargument, lei's say, one million, lean, hew- 
ever, estimate the number cf quarters and tokens ) deposited into Space Ace and 
Thayer's Quest Elewen and zero, re^3ecti«ly. SpaceAcewas.inmypreadoles- 
cent mind, more difTcult than Dragon's Lar, and I naer had the good forfijne to 
find Thayer's Quest in an arcade. rvesinceerijoyed,arKJ defeated, SpaceAce. 

MR. JAY FENTON-Wih many arcade tHesinckxHng GORF to his credit, Mr 
Jay Fenton was also the desi^ier of the Ff^)^ home pinbaKmacfiine and lead 
the team responsible for the B^Astrocade home console. 

Here's a secret "GORP is "FROG" spelled bacicwards. Check it yoursetf if 
you don't beliae me. Is ttiere anyone out there who doesnter)|oy a good game of 
Gorf? (even recall seeing some tv show hosted by Scott "ChaChP'Baio where 
he proclaimed Gorf as his personal favorite game. "Cha Chi Loss Gorf." 

MR TOD FRYE- Progreamned Pac-Man for the Aim VCS ^ongw^ a trio d 
games thei were never r^eased. Shooting Aivade, Save Mary and Xewbus. 

Tod redeemed hmself after throwing together the, uh, square Pac-Man cart 




with his rendition of Xeukxjs on the 2600, but it ne^ersav store shehes. E\enin 
its unfinished form, it outdoes he VCS Pac-Man. 

MR. FX:>B FULOP - Designed Demon Attack. Nigtrt Driver. Mis^b Command, 
CosmcAik and F^hom for ttie Atari VCS. Space Invaders (Atari 400/800) and 
Night Trap (Sega CD). 

With home mns like Missile Command and Demon Attack, what more could 
>DU want from this man? Hew about a video game staring the late Dana Reto? 
The quirky space ctiase Cosmic Ark was a ^« in our VCS one summer, and 
Fathom has its merits as veil, even though [ always got stuck sAer ttie ttwd leuel. 
I just liked the naked Memiaid Oohl^Ma! 

MR RANDALL 
GLOVER -Creator/ 
progrmrTmer/desi^ierof 
the hit games Jumfynan. 
JiffTTpman Jr. and Sum- 
mer Games whie at 
Epyx. 

I While I could naer get 
into Summer Gwnes (I'm 

I generally not a fan of 
sports videogames) tiie 
Jumpman duo spent tons of time plugged into our Atari 800XL "computer." 

MR JOHN HARRIS - Developed Jawbreaker, Frogger, IVIousekattedi. (ai for 
the Atari 8-t}it computerej xid Jawtxeaker for tlie Atari VCS. 

i played Frogger on the VCS a kt Uke, aLOT, asin,vieeksatat!mewithno 
bfeak in tietween. Beliews it or not, I spent a«n more time playing the incredible 
Atari SOOXLwfsion. "Oh, the canptown ladies sing this song,.." 

A#?. KEHHEN HAYENGA-A^ 5200 gmie designer tiest known for 'mcor- 
poratjng speech ri ReaiSports Baset)^ at a time when most home games re- 
quired a sepegate voice synthesizer add-on. 

Since we had the Atari 800XL, ttie "5200 pocket," I didn't own my first real 5200 
until the late eighties. RS Baseballis a decent baseball sim, but for me, the wice 
was the main attraction. 

MR ROGER HECTOR- Director c^ Advanced Products ed Atari, wherehe 
worked on BatHeZone and Wanbrds. Laterfounded Videa, which was suttse- 
quentfy purdiased by Nolsi Bushriel ^id rermrted Sente. Currently Oie Presi- 
dent of Universe InteracHve- 

Spealdng of Battlezone and Wariords, as much as I like txith games on the 
VCS, if I had to choose only one to play for a week, if dte Warlords, h^idsdown. 
Make-tielieiie regicide is cod. 

MR. ARNIEKATZ- Co-founder of Electronic Games Magazine, the A^ and 
most popular pubScation devoted strictly to ^ectrorvcenter^iment 

The mag was the only one I e^«r bought from the store as a youngster, and 
wentually ©en sitiscribed to, shortly tiefore it t^ecame Computer Entertainment. 
I fondly recall the original EGM as the place where I first learned of tfie ColeoM- 
sion "Popeye" bug. 

MR. STUART KESTEN- 
Presid&it and founder of 
American Multf)le Indus- 
tries, wt«^ sold the aduS 
games Bactiebr Party, 
Beat 'Em & Eat 'Em and 
Custer's Revenge for the 
Atari 2600 under the Mys- 
tique l^iel. 

You'\e gotta dig these 
games. As a child, I was 
so vrell sheilded from the explicit content o( these titles that I finely teaned of them 




via..ttiek)caiNEWS! Oh, the humanity! 

MR. GARRY KITCHEN - Cnsafcr cf Space Jockey, Keystone K^iers and 
Pressure Cooker for ttie Atari 2600. Fxxffie Commodore 64 computer, he wrote 
The Designer's Pend and Garry Kichen's Gam&naker. 

I played Keystone Kapers and Pressure Cooker for hours on end, and was 
^vrays intrigued by the Designer's Pencil on the Commie, but ne\er sav it 
Something to kxk forarard to then. 

MR. DENNIS KOBLE - Co4oiffKier of Imagic, where he created Trick Shot 
and AtlEffrtis. Mjre recently, he was involved h the development of ttie PGA Tour 
Gofs&ies. 

Trick Shot was the first Imagic game I eser plajed, and the first one I bought. 
At Fay's Dmgstore. For se\«n bucks. Then I sat up one night trying every possi- 
ble angle for the trick shct sequence until I could get them di on the first try. Then 
I never pla^ It again. Ever. Acodgame. 

MR. BILL KUNKEL - Co-fbunderofElectrorm Games Magazine, the first and 
nmst popidar publication devoted strictly to electoriic entertainrnent. 

I read about Thayer's Quest in the original EGM, ^id e^en saw a picture of it in 
the original EGM, but newr saw the actual game. Fortunately, Joust2, which, 
ironically, I n&jer saw in EGM, did wind up at our bcal mdl arcade. 

MR. JEFiRYLAWSON- Creator of the fwst programmable home video game 
system in history, the FairchUd Ctiannel F, n 1976. 

The first was "the forgotten "in our neightwtiood.wfiere we all had Atari, Its too 
bad - 1 would ha^te liked to haw played this one back then. 



MR. ED LOGG - Arcade leg&xl v\/ho 

is hits s(jc/7 as Asteroids. Centi- 
pede, MXpede, Gauntiet. Xytxjts 
sid Steel Ts^tyis to tiis credit. 

This guys been in on so many of the 
sW time gre^, it mattes you wonder 
tiy there^s not a giant bronze statue 
or him at Twin Galaxies. You know, 
like in "Rocky." 'Course, I've never 
been there. Is there one? Thanks, 



I MR. SAM PALAHNUK - A wei- 
[ respected veteran of ttie interactive 
I entert^nment sxkistry. with over 

twenty-five ptxxJucts shipped si his name inchx^ the smash Nt 1982 Sega 

coin-op Star Trek: S&ategic Simulations Operator. 

This secta game is fantastic. I only played it twice in ttie arcade, but it made a 
lasting impression on me. I'm not a Star Trek fan at all, iDut this game is outstand- 
ing. 

MR. BOB POLARO - Fiesponsble for the Atericon^xjter hit Lemonade Stend 
asweSassuch2600c^s^csasD€^erKier. Re^^xxts VoleytiaX, Desert Falcon, 
Road Runner, Rampage arxl Sprtitmaster. 

Mr. PolarDhadthedauntingtaskof porting one of my favorite coirKjp games, 
Road Runner, tothe VCS. l-iemanagedtodoaphencmenaljobwithiL Kudos! 

MR. KEITH ROBINSON - Intefvision programmer whie at Mattel Electonics 
anddesignerc^TRON Solar Saier for tfie system. Co-founder of InteSvision 
Productions, makers of "Int^Svision Livesl, " a CD-ROM complabon of the ori^i^ 
games for play on the F<^ and Mac. 

Rumor has it tt^ the IntellivisionUwesI Disc will soon be av^lable on ttie PSK 
I cant wait!! 

MR. DA VE ROLFE - Designer of the avade g^nes St^ Fire and Fire One! 
For Z-d0t>ased videographics systems as wet as Uleawsxi-winniig game 




Seamnbter for 4cftTsbn. 



Beamriderismypickcifthisfet. TTlere'se^ena\erBionfo^the\A3S! 




MR STEPHEN 
RONEY- Co-designed 
mxi co-pn:)grmnmed the 
Int^Hvoice games Space 
Spar^ns, B-17 Bomber 
and Space Shuflfe, de- 
signed and pnogrammed 
the unrehased Int^fvision 
g&ne Hypnotic LJ^Tts and 
programmed the Aquarius 
version of Utcfjia 



TTiere'sthst Utopia again. Afrigtt! I'llgofindacopy! 



MR. SCOTT S/WnJLU- Programmer^ CBS Video Gam^. Cmentlyenh 
ployed et Grvier Interaclrve. 

Santulli doesnt ewn come close to rtiyming with Grailer, but they hired him 
anyway. Does he know anything about the status of ttienon-tv-sitcom, non- 
McCartney version of "Wings"? 

MR. TiMSKELLY- Vector ^^}hics arcade garie extraordorin&e vvNe vvork- 
ing for Cirmme^ionics. Created Star Hawk, Warrior, Rip-Off, Sundance, Armor 
Attack and Star Ce^He. Also desi^ied Reactor for GotSeb. 

Armor Attack is one of my favorite \«ctcr games. Blasting that pesky copter 
oer arxj mer is weH worth ttie price of admission. 

MR JAY SMFfH - flounder of Smith En^neeriig, where he was the master- 
mind behrxi the Vediex. a cartridge-t^sedgsne system wtiich featured a 9- 
rich vectorscan dsplay. FourxierarKl CEO ofAdrswin Irrteracffve, he. 

Everyone knes the Vectrex Everyone. 

MR. ROBERT G. SMITH ■ Created Video Pinbai whie at Atari and Star Voy- 
ager, Riddfec^Q}eSptvnx.Dragonfke,^Kih/kxinsweeper for the Atah 2600 wt^ 
at frnagc. Aiso pro^ammed S^ tVara.' The Arcade Game (2600) lor Parker 
Brotfiers. 

Vtdec Pinball? Played the hell out of it StarVoyager? We played Starmaster 
instead, but if s okay- Riddle of the Sphinx? S&so. Dragonfire? Atreasure- 
scarfin' favorite- Moonsweeper? Outta sight Star Wars: The Arcade Game? 
Greet mow, but Episode I: The Phantom Menace is \he greatest of all time. 

MR. DONALVA. THOMAS. JR. - F^artfoio marketing manager and then cus- 
tomer si^iport mar)ager wf^ at Atari Corp. Currentiyti^e Director cfPerTf^ierals 
Licensing and f^ixjmcriion at VM lM>s. 

Would he be the right guy to beg for a paddle controller fty the Raystation? We 
need one to play TempestX3, Super Breakout, Pong. . , 

MR. DAN THOMPSON - Apfite II game desi^m best known for Repton and 
Twerps. ^xieRmTgrn" (for ffie Atari Computers) was anofh&^fiithei he created. 

I played Zone Ranger on my B-bit Atari, but never S£M Repton or Twerps. 
Twerps is a great title for a game ttKugh. 



MRMARKTVFIMELL- 
Cr^hxofBeerRun. 
Sneakers ^id Pree Fal 
for ffje yiRpfe //, and Fast 
EdcSe. TurmoiarKlGas 
Hog ter tile Atari VCS. 

Isnt he the same TurmeU 
inw^hed with a lot of the 
newer Midway arcade 
titles (NBA Jam series. 
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MK series)? Turmoil is basic (the guy was only H<e twelve when he wrote it) txjt a 
fun shooter- 

MR. HOWARD SCOTT WARSHAW- Atari 2600 game programmer/designer 
wfK) produced Yars' fievenge. Raiders of tiie Lxist Ark and E.T. TheExtiaTer- 
resfrra/. 

The man who gave us Yars'Re«ngedsoga« us Raiders arxlE.T. Boy, t 
sure loeYars' Revenge. Ifs the first Atari game we ever cwned. 

MR STEVE WOTTA- Designer of Taz,Asterix and QuadrunldrtiieA^ 
2600, Kid Ch^neleon and Sonic Spinb^ (Genesis) and Walenvotid (Vrtud 
Boy). 

I always wondered why the "txjanJ' for Taz looked so much like ttie one for 
Quadrun. Nowlknow. (...and knowing's hatfthebstUe...) 

MS. JOYCE V\^RL£Y- Co-fyunderc^Ebctronic Games Magazhe. and 
cofKunentiy putifshed Becbonic G^nes ttotine, a l»weekly newsletter whicfi 
covered tiie latest news sumxinding ttie hot^y. 

I once sent a letter to the original EGM estplaining h(w I had found, and others 
could firxJ, the "ladders of mystery' in Mountain King on ttie VCS. They never 
printBdiL Iflhadacopyofthatlettertoday, rdgiveallyouc(>foundersaccpy. I 
dont You win. 



THUWfDER CASTLE 



(Continued from page 14) 

original titles Stadium Mud Buggies, TTiin Ice, and Hover 
Force. . . the list goes on. Suffice to say that INTV were pioneers in 
the "second life" of the Intellivision console. 

One of the first games released by INTV was this maze adven- 
ture game. It started as a contest winner at Mattel but was aban- 
doned. Dave Wartiol picked up the project years later and com- 
pleted the game for 
release n 1986. The 
I goal is to slay evil crea- 
j tures, collect treasure, 
j and progress through 
; the forest, castle, and 
j dungeon. There are 
magic items and crea- 
i tures that will aid you 
in defeating the bad 
guys (dragons, sorcer- 
ers, and demons). Walls opwi and close, forcing you to think 
ahead and plan your attack - or escape. Defeat each level's 
guardian and you move to the n©ct saeen. 

T>ie general appearance of the game is very similar to Mattel's 
Night Stalker, except that the mazes are somewhat variable (the 
castle and walls can appear in several locations v^dien you start). 
Between levels and lives you are treated with some real eye- 
candy: full-screen level introductions! This was unprecedented on 
the Intellivision. The gameplay is a bit like Night Stalker too, with 
a little bit of Pac-Man thrown in. You use the magic creatures to 
turn the tables on the bad guys and you can also 
collect bonus points by walking over stationary 
magic objects. Throw in a tenific theme song and 
you have all the makings of a "classic". 

If you haven't heard of Thunder Castle, I'd rec- 
ommend you seek it out. It's a jewel for the system 
and a truly challenging action game. - Joe Santulli 







Qint Dyer carefully replaces the "real game" with a 
pirate, just before the show. 



The guys at the B&C booth wonder which looks bet- 
ter the running demo of Jaguar "Club Drive" or a 
blank television screen. 





The Blast From the Past booth being set up. This 
original, pre-show sign read 'fuck all of you bsers" but 
was replaced with the more traditional "welcome" sign. 



Jeff Cooper, Clint Dyer, and Tom Keller pretend eve- 
rything is under contrxDl as they discuss ways to hide 
the dead stripper under the table. 





A battle of wills breaks out - the scene gets in- 
tense - then Keita lida steps in to break things up with 
a witty line from Confucious. 



Clint Dyer tells a potential customer "if you touch that 
game I'm going to go Pulp Fiction on your ass". I need 
not detail what happened after this snapshot. 




Elsewhen3, Sean Kelly plans a sneak attack on 
Howard Scott Warshaw's booth, just over the wall. 
The tear gas worked and no one was the wiser. 




The Blue Sky Rangers (brilliant Intellivision game 
designers) check to make sure they're in the right 
place. 




Imagic game designer David "Quick Step" John&Dn 
asks for something to wipe his ass with and is handed 
this ccpy of DP by hotel management. 




Clint plays the old "this ain't worth much" scam with 
potential dupe Mike Mize. Did it work? Clint was seen 
driving a Ferrari the fdlowing week. 




Roloffde Jeu proudly displays his latest collectible 
but is really smiling because he is wearing no pants. 




Bill Kunkel (left) and his wife teach the Tips & Tricks 
guys how to find the dot in Adventure. Then he shows 
them the actual "dot" that inspired Wanen Robinett. 





Jeff Cooper caught walking away with someone 
else's stuff: like a deer in the headlights, eh? 



There just wasn 't enough aicohol around for CGE'99 or- 
ganizer John Hardie. When he started dhnking the tHe 
deaner we took him out for coffee. 




U^size cardboard standups of Kelly, Coc^jer, Dyer, 
Handle, Santulli, lida, and Backiel, nearly the full Digital 
Press staff were made e^:)ecially for the show. 




A much larger group of collectors re~think the original 
kiea of hkiing the dead stripper under the ftoorixtards 
when a cameraperson catches them by surprise. 




Bright lights, big city. Really big cocknaacttes. 
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Digital Press performed live onstage at the Fremont 
Street Experience, just moments before this picture of 
Men at Work doing the same. Many had already fled. 





Just as someone was telling me they thought How- 
ard Jones was too old to t>e doing his 80's routine, he 
jumped and threw out his hip. 



I was tdd there was a V\^ITE Castle on Fremont 
Street. Imagine my disappointment when it tumed out 
to l^ejust another trick to get me to gamble. 





If there IS a heaven, it's probably a lot like this. Imag- 
ine "old" Las Vegas covered by a high-t&:h computer 
light show. And there is l'qu<x at every comer 



John Hardie tries to sell another Berenstein Bears 
game to the attendees but receives a cold silence. Fi- 
nally he introduces Atan legend Joe DeCuir 
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Oops, this picture got slipped in by accident - 1 was 
"casing" the Intellivision booth for the best possible 
theft plan of their original Intellivision keyboard. 




Onlookers seem disai^ded as Keita lida weaves a 
tale of treachery, murder, and deceit. "Bring on the 
Activi^on guys", someone shouted from the back. 





Many "exchj^ve" ^ems were ava^ble at the show: Game 
Boy Yafs Revenge, new Atari 2600 games Pesco and Mer- 
Hn's WaSs, and Joe Santuffs inMat^ girl. 



I took this picture of my record-breai<ing GORF high score, 
but Twin Galaxies would not accept this photo as proof. Ap- 
parent, I was too far away from the screen. 





You (X)uld play aS kkids of games for free at the show. I 
coBected a satchel M of quarters before anyone caught on, 
though. 



Woftey, Katz, Kunkel, SaniuM. The four names yoj always 
think of when you thhk (^legendary video game joumaSsts. 





Once upon Atari, you could puS on Rob Fulop's ear and he 
would shg the (Defender theme. Times have changed, and 
Fulop later retaMed Mh a match-winnhg pie driver 



The Cyberpunks guys are more "cytter than "punk", thew 
SteSa CD and videos are fabulous products. Joe [DeCuir 
attracted customers with his fabled "L^tvmn Chair Dance". 





'...and in this comer, wearmg the Wacfc shorts with the 
white trim.... KATZ...KUNKEL.... and WORi-EY! 
LLUIets get ready to RUM-r uii iiiiii iiiii " 



Lots of brotherly affectbn as games from around the world 
get together- Netherlands' Roloffde Jeu, Marco Kerstens, 
and . . .. hey, where is Kevin Gifford's right hand? 





WeK known collector Steve Bender joins Jeff Cooper in a 
roushg broadway-quaMy routine that tnity brought the 
house down. Later they swaf^jed Avabn H^ games. 



Santutt and garrmg legend Ralph Baerjust moments be- 
fore the pandemonium broke out after SantuS mouthed off 
some comment about Beer's "Sttle brown box". 





Oi^al Press shared a booth w'ih Leonard "Phoenix" Her- 
man. Leonard's laughmg now, but later he'B di^x)ver that his 
waSet is missing. 



We watched from afar as the CGE guys dumped loads of 
games on the floor for 50 cents each. Two were k^d, thir- 
teen seriously injured. 



Ralph Baer and Coleco 



How Baer Saved the Company in 1976 
by Keita Tida 



During the Summer cf 1997, 1 was fortunate to be one of sev- 
eral gaming "historians" who were invited to Ralph Baefs New 
Hampshire home and spend the weekend talking about his in- 
volvement in the videogame industry. Sure, most well-schooled 
classic gaming fans know that Baer developed the first home TV 
game system in 1972, the Magnavox Odyssey, and some others 
are aware that he also was ttie man behind the Coleco Telstar 
Arcade, Milton Bradley's Simon and the Coleco \<xi Vid Module 
for the Atari 2600. However, his pedigree goes way beyond that 
Did you know tfiat Ralph Baer basically saved Coleco from e)dinc- 
tion way back in 1967? Here's the story as we flash back to 
1976... 

Baer got word eariy about the devetopment of a video game 
chip being developed by two engineers at General Instruments' 
labs In Scotland Meanwhile, he had previously met Arnold Gre^v 
berg, Coleco's president at Mar\^n Glass & Associates In Chi- 
cago - the pre-eminent toy & game desgners in the US at that 
time. Greenberg met Baer at Gl's Hicksville, NY plant where the 
AY3-8500 single^hip, multi-game device was demonstrated to 
Baer by Ed Sachs, who ran &ie plant and later moved Gl's IC 
manufecturing to Phoenix, Arizona (ifs now Microdcuits). Thus, 
Coleco became Gl's first and preferred customer for ttie AY3- 
8500, a chip around which millions of off-shore (HK, Taiwan,etc) 
games were built (on all of which Sanders/Magnavox collected 
royalties, by Bie way). Thus was bom Telstar 

One late Tuesday afternoon in 1976, Baer received a call in his 
lab at SarxJers from Arnold Greenberg. At the same time, his 
brother and CEO Leonard is on the phone with Dan Chisholm, 
one of Sanders' VP's. What did they call about? Well, Coleco per- 
sonnel tiad been at the FCC radio-frequerxy-interference compli- 
ance testing labs in Maryland and flunked the RFI teste., too much 
radiation at harmonics (multiples) of the Channel 3 or 4 signals 
which video gam^ use togetintoaTVsetviaite antenna termi- 
nals. Coleco failed to qualify under Rules 15 of the FCC.and they 
were told to come back on Friday that week or they would have to 
get to the back of the line! Since Coleco had some 30 million dol- 
lar's worth of inventory sitting in the warehouse ready for distribu- 
tion, ttiere was a minor panic in Connecticut! 

Fortunately for Coleco, Amok) Greenberg remembered Ralph 
Baer and even more fortuitously, Baer had an RFI test lab under 
his control at Sar>ders at tiiat time as part of his Equipment Design 
Division. Coleco was informed that if ttiey would ^n Magnavo)^ 
Licensing Agreement (which they hadn't done at that point in 
time), Baer would be glad to help them. They showed up on 
Wednesday morning with an executed copy of the Agreement 
and Baer's crew went to worit on a Telstar console to get ite RFI 
within FCC spec limrte. Tests took place on the roof of SarKlers 



Canal Street buiWing; tiiey tried various tme-and-tried methods to 

supress tiie excess radiaton, all to no avail you might say they 

didnt do too well that day. 

Eariy Thursday morning, Baer was in the lab on the partial floor 
adjacent to the roof test area. No one else had showed up yet to 
b^in the RFI-reduction job. As Baer wandered ttirough the large 
lab, he saw two pieces of electronic equipment sitting on a test 
bench that were connected together with some common coax 
cable. What attracted his attention was the presence of a couple 
of snail ferrite toroids (powdered iron rings) ttirough which tiie ca- 
ble had been looped, one or two turns. On a hunch, Baer pro- 
ceeded to ask around among tiie few wigineers present at the 
eariy hour just what those rings were for Lo and behold, some- 
body actually knew ttie answer: It turned out that during operation 
of those two electronic boxes, the coax had picked up stray sig- 
nals from some nearby radio transmitter which had screwed up 
tiie performance of flie boxes. So someone had the bright kJea of 
suppressing tiie surface wave created by that radiation witii some 
chiDkes... and tiiat's what tiie ferrite rings were! At that momenta 
lightoulb went on in Baer's head: He ran around the iabs opening 
storage cabinet doors and generally poking around until he found 
some ferrite toroids. When the RFI crew arrived on ttie roof for 
further Telstar teste, Baer slipped one of tiiese toroids on the 
shiekled coax cable on Te^r and took two tijms {\oops) tirough 

die ring BINGO! The unit passed the spurious radiation teste. 

Baer's group sent the Coleco crew back to Maryland, Telstar 
passed the FCC teste and everybody breatiied a sigh of relief, 

As a result of this episode, Coleco further relied on Sanders to 
help witii the devebpfnent of next year's video games. Baer as- 
sanbled a small group of engineers and technicians and had one 
of his department mangers head it up (an anomaly in a high-tec^, 
defense electronics firm if ever tiiere vras one). They developed 
Coleco's tiiangular Telstar Arcade game and a Combat game. 
Sanders dkJ tiie wor1<, Coleco paid their bills arxJ sold a bt of 
games. If anybody doubte tfiat story, Ralph Baer has TONS of 
documents in his collection. According to Baer, every time he 
looks at them, he breaks out in a big smile. He always wanted to 
get into ttie video game business; however, there was no way 
Sanders wouki enter into it, especially because the Odyssey was 
not a Rjnaway best seller... so he did it subliminally by doing Co- 
leco's development worit at Sanders. 

Next time you break out your ColecoViskxi or Cabbage Patch 
doll in admiration, remember who was responsible for saving the 
company! If not for his heroics in 1 976, gaming in the 1 980's may 
have taken on a completely different form. 



Some video game publications pride themselves on being there "first'. We're a little different. Since 
Digital Press readers consist primarily of multi-system owners of hundreds (sometimes thousands) of 
game cartridges, our world has become one where time means nothing. Atari 2600 and Sony Playsta- 
tion games can be reviewed on the same page. We are fans of gaming, not of any particular system. 
Do you have a constant desire to play? Then join us - subscribe now! It's just ten bucks for six issues. 



® Gaming coverage for every system, a dozen or more 
different systems/games in every issue. 

® Collector's Guide updates. 

® Written BY adults FOR adults. No punches pulled. 

® Free Classified section for collectors to hook up. 

® New "finds" reviexwed* 

® Current events analyzed. 

® Leading the video game publishing underground 
since 1991. 
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S Experienced staff with 15-20 years home video gaming experience each. 



h l-J I'lfi there. Please start sending me regular issues of Digital Press" bi-inonthly publication. I can 
carKel at any time and will not get any money back. Wait a minute, that doesn't work out very well 
for me... but aw, what the heck they all seem like pretty decent f e 



Please make check or money order out ($10 for six issues) to iOE SANTULLI. 
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DIGITAL PRESS. 44 Hunter Place. Pompton Lakes. NJ 07442. Or Email us at digitpre^xjietcom.com. 




DIGITAL PRESS 
44 Hunter Place 
Pompton Lakes, NJ 07442 




JOE DECUTR 

Since playing a key role in the development of the Atari 2600, Atari 
400/800 and the Amiga Computer, he has worthed in PC communi- 
cations, at Everex and Microsoft. He edited a number of national 
and intemational communications standards, particulariy for how a 
PC talks to data, fax and voice modems. He was also instnjmental 
in attaining widespread adoption of the Universal Serial Bus (USB) 
standard on PC's. He now wortts as a technical evangelist for Win- 
dows Networking at Microsoft. 

RICK DYER 

Aside from being the first person to introduce real animation to 
gaming with the classic coin-op Dragon's Lair (animated by Don 
Bluth), he also created Sega's coin-op hologram-based game, Time 
Trav^w. 

JAY FENTON 

The man behind Gorf and the Bally Astrocade is also credited wrth 
creating Macromedia Director, a popular video editing program for 
the PC and Macintosh computers. 

TOD FRYE 

Currently at 3D0, where he and fellow Atari alum Rob Zdybel 



worked on Battletanx for the Nintendo 64. 

ROB FULOP 

For Hasbro, America's largest toy company, from 1986-1988, Fu- 
lop engineered the design and production of two feature Isigth inter- 
active movies. Both of these titles, were later released on multiple 
platfonns by such publishers as Sega and Digital Pictures, and were 
DPs two best selling CD-ROM titles. What were they? Sewer Sharit 
and Night Trap. 

JERRY LAWSON 

"Mr. Channel F' also founded Videosoft, the company that sold 
Color Bar Generator for the Atari 2600. 

JAY SMITH 

The mastermind who brought Vectrex to life also created the and- 
held MiCTOvtsion system. He is founder and CEO of Adrenalin Enter- 
tainment, and is developing games for leading console and com- 
puter platfonns - including the VM Labs-developed, Nuon- 
aihanced DVD players (yay!) 

RALPH BAER 

While he was Diwsion Manager Chief Engineer for Equipment 
Design at Sanders Associates Inc, a New Hampshire-based com- 
pany which today is a division of Lod^heed, he began development 
on a "Brown Box" prototype in 1966. His creation eventually become 
the Magnavox Odyssey - the first ever home videogame ~ in 1972. 
In addition to Odyssey, Baer was the aeative force behind the Co- 
leco TeJstar Arcade system, Milton Bradley's Simon, Coleco Gemini 
game console and the Coleco Kid Vid peripha-al for the Atari 2600. 
As an engineer, his achievements are unparalleled with over 1 50 
patents woridwide in his name. 




ngiTai rress is aeaicaxea to Tnp memory or my oest men 

and DP co-creator, Kevin Oleniacz. 
'Vin's spirit Will be with us through every homing missile fired, knockout punch de- 
livered, UFO destroyed, and finish line crossed. ^■MM 

Play recklessly. Think positively. Live EVERY moment to the fullest, ^^H 



